09/20/2004 14; 24 5162565638 BRIAN ROFFE ESQ PAGE 03/20 



Docket No. F-6961 Ser. No. 09/842,931 

AMENDMENTS TO THE CLAIMS; 

Please replace the claims with the claims provided in the listing below 
wherein status, amendments, additions and cancellations are indicated, 

1. (Currently Amended) A game system which performs perspective 
projection conversion of vertex coordinates of a plurality of polygons forming three- 
dimensional objects located in an imaginary three-dimensional space based on 
perspective conversion matrix, and forms display images of the three-dimensional 
objects on a projection plane of a viewpoint coordinate system, comprising: 

a storage unit for storing at least data of the vertex coordinates of the plurality 
of polygons and data of the perspective conversion matrices; 

a coordinate conversion unit for reading out the data of the vertex coordinates 
of the plurality of polygons constituting a single three-dimensional obiect and the 
data of a plurality of perspective conversion matrices different from each other from 
the storage unit, and for performing perspective projection conversion of each of the 
vertex coordinates of the plurality of polygons by using each of the plurality of 
perspective conversion matrices whereby a plurali t y of tine conve r sion matrices are 
ttsed at the same time to thereby produce a plurality of sets of converted vertex 
. coordinates of the plurality of polygons, each set of the plurality of sets constituting 
a single three-dimensional obiect: and 

an image processor for forming display images of all of the three-dimensional 
objects .which correspond t o the plurali t y of p o lygons afte r the pe r spec t iv e 
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projection conve rs ion on the projection plane of the viewpoint coordinate system at 
the same time based on the plurality of sets of converted vertex coordinates oflhc 
p lurali t y of po lygons after t h e persp e c t ive projection conv er si o n, 

wherein the coordinate conversion unit comprises: 

a unit for fixing the data of the vertex coordinates of the plurality of polygons 
read out; 

a unit for newly reading out data of a plurality of perspective conversion 
matrices different from each other from the storage unit instead of the data of the 
plurality of perspective conversion matrices already read out; and 

a unit for performing the perspective proj ection conversion of each fixed data 
of the vertex coordinates of the plurality of polygons by using each of the plurality 
of the perspective conversion matrices newly read out. 

2. (Canceled) 

3. (Previously Presented) A game system according to claim 1, 
wherein the newly reading unit repeatedly reads out the data of the plurality of 
perspective conversion matrices. 

4> (Currently Amended) A game system which performs perspective 
proj ection conversion of vertex coordinates of a plurality of polygons forming thr ee- 
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dimensional objects located in an imaginary three-dimensional space based on 
perspective conversion matrix, and forms a display image of the three-dimensional 
objects on a projection plane of a viewpoint coordinate system, comprising: 

a storage unit for storing at least data of the vertex coordinates of the plurality 
of polygons and data of the perspective conversion matrices; 

a transfer unit for transferring the data of the vertex coordinates of the 
plurality of polygons constituting a single three-dimensional object and the data of 
a plurality of perspective conversion matrices different from each other from the 
storage unit; 

a coordinate conversion unit for receiving the transferred data and for 
performing perspective projection conversion of each of the vertex coordinates of the 
plurality of polygons by using each of the plurality of perspective conversion 
matrices at the same time to thereby produce a plurality of sets of converted vertex 
coordinates of the plurality of polyg ons, each set of the plurality of sets constituting 
a single three-dme^Wflat object; and 

an image processor for forming display images of all of the three-dimensional 
objects T ^which corr e spond to the plurality of polygons a f ter die peispec t ivc 
projec t ion c o nversion, on the projection plane of the viewpoint coordinate system at 
the same time based on the plurality of sets of converted vertex coordinates of4he 
p lurali t y of poly go ns after the pers p ective p r ojec t ion co n ve r sion , 
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wherein the transfer unit comprises a unit for newly transferring only data of 
the plurality of perspective conversion matrices different from each other after 
transferring the data of the vertex coordinates of the plurality of polygons and data 
of a plurality of perspective conversion matrices different from each other, and 

wherein the coordinate conversion unit comprises a unit for fixing data of the 
vertex coordinates of the plurality of polygons transferred, and a unit for performing 
perspective projection conversion of each fixed data of the vertex coordinates of the 
plurality of polygons by using each of the plurality of perspective conversion 
matrices newly transferred. 

5. (Canceled) 

6. (Previously Presented) A game system according to claim 4, 
wherein the newly reading unit repeatedly reads out the data of the plurality of 
perspective conversion matrices. 

7. (Currently Amended) A display image forming method performed by 
a game system which performs perspective projection conversion of vertex 
coordinates of a plurality of polygons forming three-dimensional objects located in 
an imaginary three-dimensional space based on perspective conversion matrix, and 
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forms a display image of the three-dimensional objects on a projection plane of a 
viewpoint coordinate system, the method comprising the steps of: 

storing at least data of the vertex coordinates of the plurality of polygons and 
data of the perspective conversion matrices; 

reading out the data of the vertex coordinates of the plurality of polygons 
constituting a single three-dimens ional object and data of a plurality of perspective 
conversion matrices different from each other from the storage unit, and performing 
perspective projection conversion of each of the vertex coordinates of the plurality 
of polygons by using each of the plurality of perspective conversion matrices at the 
same time to thereby produce a plurality of gets of converted vertex coordinates of 
the plurality of polygons , each set of the plurality of sets constituting a single three- 
dimensional object : and 

forming display images of all of the three-dimensional objects , which 
c or respond to th e plurali t y of polygons after the pers p ective projection conversion, 
on the projection plane of the viewpoint coordinate system at the same time based on 
the plurality of sets of converted vertex coordinates of the plmali t y of p o lygons afte r 
the pe r spective projection conversion , 

wherein the step of performing the perspective conversion comprises the steps 

of: 

fixing the data of the vertex coordinates of the plurality of polygons read out; 
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newly reading out data of a plurality of perspective conversion matrices 
different from each other from the storage unit instead of the data of the plurality of 
perspective conversion matrices already read out; and 

performing the perspective projection conversion of each fixed data of the 
vertex coordinates of the plurality of polygons by using each of the plurality of the 
perspective conversion matrices newly read out. 

8. (Currently Amended) A display image forming method performed by 
a game system which performs perspective projection conversion of vertex 
coordinates of a plurality of polygons forming three-dimensional objects located in 
an imaginary three-dimensional space based on perspective conversion matrix, and 
forms a display image of the three-dimensional objects on a projection plane of a 
viewpoint coordinate system, the method comprising the steps of: 

storing at least data of the vertex coordinates of the plurality of polygons 
constituting a single three-dimensio nal object and data of the perspective conversion 
matrix; 

transferring the data of the vertex coordinates of the plurality of polygons and 
data of a plurality of perspective conversion matrices different from each other from 
the storage unit; 

receiving the transferred data and performing perspective projection 
conversion of the vertex coordinates of the plurality of polygons [(for]] bv using each 

o 
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of the plurality of perspective conversion matrices at the same time to thereby 
produce a plurality of sets of converted vertex coordinates of the plurality of 
polygons, each set of the plurality of sets constituting a single three-dimensional 
object : and 

forming display images of all of the three-dimensional objects > which 
correspond to th e plural i ty of polygons afte r th e p e rspective projec t i o n c o nversi o n ^ 
on the projection plane of the viewpoint coordinate system at the same time based on 
the plurality of sets of converted vertex coordinates o f t he plurali t y of polyg o ns after 
the perspective projec t ion conv e rsion , 

wherein the step of transferring comprises a step of newly transferring only 
data of the plurality of perspective conversion matrices different from each other after 
transferring the data of the vertex coordinates of the plurality of polygons and data 
of a plurality of perspective conversion matrices different from each other, and 

wherein the step of performing perspective projection conversion comprises 
the steps of fixing data of the vertex coordinates of the plurality of polygons 
transferred, and performing perspective projection conversion of each fixed data of 
the vertex coordinates of the plurality of polygons by using each of the plurality of 
perspective conversion matrices newly transferred. 

9. (Currently Amended) A computer-readable storage medium carrying 

a game program executed in a game system which performs perspective projection 
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conversion of vertex coordinates of a plurality of polygons forming three- 
dimensional objects located in an imaginary three-dimensional space based on 
perspective conversion matrix, and forms a display image of the three^Iimensional 
objects on a projection plane of a viewpoint coordinate system, the game program 
controls a computer in the game system to function as: 

a storage unit for storing at least data of the vertex coordinates of the plurality 
of polygons and data of the perspective conversion matrices; 

a coordinate conversion unit for reading out the data of the vertex coordinates 
of the plurality of polygons constituting a single three-di mensional object and data 
of a plurality of perspective conversion matrices different from each other from the 
storage unit, and for performing perspective projection conversion of each of the 
vertex coordinates of the plurality of polygons by using each of the plurality of 
perspective conversion matrices at the same time to thereby produce a plurality of 
sets of converted vertex coordinates of the plurality o f polygons, each set nf ths 
plurality of sets constituting a single three-dimensional obicct : and 

an image processor for forming display images of all ofthe three-dimensional 
ob j ects » whicn ^resp o nd to th e . plmality of polygom after the pu^ n tiv e 
projection conversion; on the projection plane of the viewpoint coordinate system at 
the same time based on the plurality of s ets of converted vertex coordinates ofthe 
p lurali t y of polygons after t he perspectiv e piuj e ction umvusi o n, 
wherein the coordinate conversion unit comprises: 
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a unit for fixing the data of the vertex coordinates of the plurality of polygons 
read out; 

a unit for newly reading out data of a plurality of perspective conversion 
matrices different from each other from the storage unit instead of the data of the 
plurality of perspective conversion matrices already read out; and 

a unit for performing the perspective projection conversion of each fixed data 
of the vertex coordinates of the plurality of polygons by using each of the plurality 
of the perspective conversion matrices newly read out, 

10. (Canceled) 

11. (Previously Presented) A medium according to claim 9, 
wherein the newly reading unit repeatedly reads out the data of the plurality of 
perspective conversion matrices. 

1 2 . (Currently Amended) A computer-readable storage medium carrying 
a game program performed by a game system which performs perspective projection 
conversion of vertex coordinates of a plurality of polygons forming three- 
dimensional objects located in an imaginary three-dimensional space based on 
perspective conversion matrix, and forms a display image of the three-dimensional 
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objects on a projection plane of a viewpoint coordinate system, the game program 
controls a computer in the game system to function as: 

a storage unit for storing at least data of the vertex coordinates of the plurality 
of polygons and data of the perspective conversion matrices; 

a transfer unit for transferring the data of the vertex coordinates of the 
plurality of polygons constituting a single three-dimension/il 9 hj*r> and data of a 
plurality of perspective conversion matrices different from each other from the 
storage unit; 

a coordinate conversion unit for receiving the transferred data and for 
performing perspective projection conversion of the vertex coordinates of the 
plurality of polygons [[for]] bv usiflg each of the plurality of perspective conversion 
matrices at the same time to ther eby produce a plurality of sets of converted vertex 
coordinates of the plurality of polygons, each se t of the plurality of sets constituting 
a single three-dimensional object : and 

an image processor for forming display images of all ofthe three-dimensional 
objects , whkh cor r espond to the plurali t y of polygons aftei the, pu&peOlve 
projection conversion; on the projection plane of the viewpoint coordinate system at 
the same time based on the plurality of sets of converted vertex coordinates of the 
plurality o f polyg o ns aflei the persp e ctive pr o jection couvuakm , 

wherein the transfer unit comprises a unit for newly transferring only data of 
the plurality of perspective conversion matrices different from each other after 
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transferring the data of the vertex coordinates of the plurality of polygons and data 
of a plurality of perspective conversion matrices different from each other, and 

wherein the coordinate conversion unit comprises a unit for fixing data of the 
vertex coordinates of the plurality of polygons transferred; and a unit for performing 
perspective projection conversion of each fixed data of the vertex coordinates of the 
plurality of polygons fixed by using each of the plurality of perspective conversion 
matrices newly transferred. 

13. (Canceled) 

14. (Previously Presented) A medium according to claim 12, 
wherein the newly reading unit repeatedly reads out the data of the plurality of 
perspective conversion matrices* 

15. (Previously Presented) A game system according to claim 1, 
wherein the coordinate conversion unit performs the perspective projection 
conversion to produce a plurality of images of three-dimensional obj ects by using the 
same set of the vertex coordinates of the plurality of polygons and the different 
perspective conversion matrices. 



13 

x FWfl I wnx5 {IVR) wpd 



PAGE 13/20 ' RCVDAT 9/20120042:20:57 PM [Eastern Daylight Time] ' SVR:USPT0-EFXRF-1/2 1 DN1S:8729306 * CSID: 5162565638 * DURATION (miMS):0MQ 



09/20/2004 14:.?4 51B2565B38 



BRIAN ROFFE ESQ 



PAGE 14/20 



Docket No. F-6961 <, ^ 

Ser. No. 09/842,93 1 

16. (Previously Presented) A game system according to claim 4, 
wherein the coordinate conversion unit performs the perspective projection 
convereiontoproduceaplura%of^ 

same set of the vertex coordinates of the plurality of polygons and the different 
perspective conversion matrices. 

17. (Previously Presented) A display image forming method 
according to claim 7, wherein the perspective projection conversion is performed to 
produce a plurality of images of three-dimensional objects by using the same set of 
the vertex coordinates of the plurality of polygons and the different perspective 
conversion matrices. 



18. (Previously Presented) A display image forming method 
according to claim 8, wherein the perspective projection conversion is performed to 
produce a plurality of images of three-dimensional objects by using the same set of 
the vertex coordinates of the plurality of polygons and the different perspective 
conversion matrices. 



19. (Previously Presented) A storage medium according to claim 
9, wherein the coordinate conversion unit performs the perspective projection 
conversion to produce aplurality of images of fluee-dimensional objects by using the 
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saine set of the vertex coordinates or the plurality of polygons and the different 
perspective conversion matrices. 



20. (Previously Presented) A storage medium according to claim 
12, wherein the coordinate conversion unit performs the perspective projection 
conversion to produce apluiality of images of three-dimensional objects by using the 
same set of the vertex coordinates of the plurality of polygons and the different 
perspective conversion matrices. 

21 . (Previously Presented) A game system according to claim 1 , 
wherein by performing perspective projection conversion of each of the vertex 
coordinates of the plurality of polygons by using each of the plurality of perspective 
conversion matrices, a plurality of the conversion matrices are used at the same time. 

22. (Previously Presented) A game system according to claim 4, 
wherein by performing perspective projection conversion of each of the vertex 
coordinates of the plurality of polygons by using each of the plurality of perspective 
conversion matrices, a plurality of the conversion matrices are used at the same time. 
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